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Check that all eyes are closed. Some Travellers & Fabled act.

Wake the Boffin and the Demon.
Show the THIS CHARACTER SELECTED YOU info token, then the Baffin token, then the good character token.
Place this second character token by the Demon character token.

If there are 7 or maore players, wake all Minions:

Minion Info Show the THIS IS THE DEMON token, Point to the Deman.

If there are 7 or more players, wake the Demon:
Demon Info Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,

Courtier | The Courtier might choose 2 character. 8@

FE G Z e T i

Add the NIGHT remincer token that matches the current night. @
On the night that equals the number of Outsiders in play when the game began:
Add the X reminder to the Grimaire, @ Remove it the following dusk.

Leviathan Mark the Leviathan with the DAY 1 reminder. &

Steward Point to the player marked KNOW. &

Librarian Show the CQutsider character token. Point to both the QUTSIDER and WRONG players.

Shaw the Minion character token. Point to both the MIMION and WRONG players.

Point to the grandehild player & show their character token.

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down, (This shows their alignment.)

The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).

Seamstress The Seamstress might choose 2 players. Nod or shake your head, @

Mathematician | Give a finger signal.

Dawn | Wait a few seconds. Call for eyes open.
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Check that all eyes are closed. Some Travellers & Fabled act.

The Cannibal has the ability of the maost recently executed player,
They immediately learn amy ‘you start knowing information.

The Courtier might choose a character, 8@

Add the MIGHT reminder token that matches the current night. @

On the night that equals the number of Outsiders in play when the game began:
Al the X reminder to the Grimaire, @ Remove it the following dusk.

The Mo Dashii chooses a player. &

The Fo may choose a player OR chooses 3 players fi they chose no-one last night. @ or @@~

The Vortox chooses a player. @

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4_ or DAY 5 reminder. @

The Assassin might choose a player. @@

If the Ravenkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token,

If the grandehild was killed by the Demon, the Grandmother dies too. @

The Cult Leader becomes the alignment of one of their living neighbors. If their alignment changed:
Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down, (This shows their alignment.)
The Fortune Teller chooses 2 players, Mod if either is the Demon (or the RED HERRING).
The Seamstress might choose 2 players. Nod or shake your head, @

Give a finger signal.

Wait a few seconds. Call for eyes open & immediately say who died,
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